Programme card
 Country/locality o United Kingdom, Europe (Austria, Greece, Ireland, Italy & Poland), United
States, Canada, and Shanghai.
 Target population
o Primary focus: the physically inactive and those from socioeconomically disadvantaged groups. However, the programme is open to all members of the public.
 What modes/types/domains of physical activity does the programme promote?
o Walking, cycling and running through active travel, recreation and exploration of the local, outdoor environment.
 Which of the seven best investments the programme addresses?
o Four of the seven best investments: communication and public education; education; community-wide programs and sport and recreation.
 What sectors does it involve?
o NHS, public health, transport, education, physical activity and sport, workforce and nature. The aim is to get the whole community engaged. 
Key programme features
The programme uses Radio-frequency identification (RFID) technology to create a real-life game that makes physical activity visible and accessible and connects both adults and children to their local environment. 
Indicators of the programme's success
Evaluation is a core component of each intervention delivered. All players are encouraged to register online prior to the game period which allows them to select a team to join. 
Lessons learned for future programmes
Successful delivery requires collaboration from multiple stakeholders across different sectors, including health-care, education, sport and physical activity and nature. Without ample buyin from these implementation partners, it can be difficult to generate enough exposure to reach enough individuals for the intervention to be cost-effective and there may not be sufficient exit routes for participants who changed their behaviour during the intervention to remain active. As with any technology-based intervention, the underlying hardware and software must be reliable and significant investment must be made to ensure these systems are fit for purpose. The Anticipation period is critical to the success of the intervention and without plentiful lead-in time prior to the gamification phase the intervention may fail to generate the excitement needed to capture the attention and enthuse the whole-community.
This latter requirement demonstrates the difficulties whereby requirements of successful implementation meets real-world barriers such as short-term public health funding cycles. Fig. 1 Beat the Street implementation model 
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